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Setting up the Game 






2. Turn on your Apple. 


ane SS 


in parenthesis and then (CR). 


Giratagic Simulators, inc. 
SET-UP INSTRUCTIONS SHEET 
SEEUP INSTRUCTIONS SHEET 


I. Insert the game disc into your disc drive. 


3. If your system has an auto-start ROM Card, the game will begin automatically. 
If your system does not have an auto-start ROM 
and then boot the disk by typing PR#£6 as per your Disc Operating System. 

. Follow the instructions and enter a number between 01 and 99. 

. If this is your first game you should play the Introductory Scenario. To do 
this begin a solitaire game and follow the computer’s instructions. The 
Introductory Scenario will give the British key information that will allow the 
game to be played quickly. This will allow new players to easily familiarize 
themselves with the mechanics of the game. 


NOTE: Respond to the computer's questions by typing in the letters shown 


Example: When asked whether vou wish to begin a(nJew game or an 
(old game, enter N(CR) to begin a new game. 




















Card, enter Applesoft basic 
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5.27 (Clarification) In order to execute a status check, 
enter the first three characters of the ship name, as the 
computer knows it, including spaces. EXAMPLE: To 
status check the Prince Eugen type STPR(space). It is 
important to space once after the R. To status check 
the Prince of Wales type STP(space)0. 


6.8 (Addition) The following units enter the game with 
their fuel already reduced: Bismarck, Renown, Ark 
Royal, Dorsetshire, Sheffield, DF1, DF3. 


9.6 (Change) British ships will never be displayed on 
the German mapboard. Spotted German ships will be 





displayed black on white on the British mapboard. 


16.41.2 (Clarification) The anti-sub strength of each unit 
in the square (not just the unit attacked) is added to de- 
termine the defending player’s anti-sub strength for each 
attack. The anti-sub defense strength determines the 
number of torpedo factors fired and the probability of 

a sub being sunk (refer to section 16.85). 


16.66 (Clarification) Each individual firepower salvo 

May cause either MS or FP damage, but not both. Due 
to the structure of the computer program, knots (KN) 
are only lost when MS damage is incurred. 
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Search Strength 
Move Mode Patrol Mode 


Ship Day/Night 
Bismarck W/ 
Prinz Eugen 1 
Belchen Wl 
Hamburg 1/1 
Lothringen VW 
WPI U-boats 3/2 
WP2 U-boats 3/2 
WP3 U-boats 3/2 
WP4 U-boats 3/2 

















Type Unit 





R Reykjavik 
R Scapa Flow 1 
R Scapa Flow 2 
L Scapa Flow 
R Plymouth 1 
R Plymouth 2 
L Plymouth 
R Ulster 1 
R Ulster 2 
L Ulster 
T Victorious 
Th Ark Royal 1 
T Ark Royal 2 
T Ark Royal 3 





Day/Night 


4/3 
4/3 
1/1 
1/1 
1/l 
4/4 
4/4 
4/4 
4/4 


Ship/Plane Data Card 
German Ships 


Shadow 
Strength 
Day/Night 


Search Strength 


Move Mode 
Attack Mode 
Day/Night 


2A 
mae 
veal 
2/1 
2/1 
2/1 
2/1 
2/1 
2/1 
2/1 
0/0 
0/0 
0/0 
0/0 


Patrol Mode 
Recon Mode 
Day/Night 


4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 


Shadow 
Strength 
Day/Night 


4/3 

4/3 
4/3 
4/3 
4/3 
4/3 
4/3 


British Planes 


10 


Maximum Fuel 
Speed Capacity Midships 
2(4) 9 
2(4) 7 
1 me 
1 = 
1 = 
1 = 
1 main 
1 rhe 
1 = 


WOWWHKH HW 


Firepower 


34 
10 


Maximum Speed 


Move Mode Patrol Mode 
Attack Mode Recon Mode 


QFAAARARAAAA AAA 


QAMAAAINNANNUNND 


Knots 


29 
32 
15 
15 
15 
12 
12 
12 
12 


Move Mode 


Victo. 
Torpedoes Pointe 

i) 60 
7 20 
= 4 
= 4 
= 4 
4 12 
4 12 
4 12 
4 12 


Kerr rPNUONUANUUUH 


Endurance 


NNONNHONGANGAANAGG 


Patrol Mode 
Attack Mode Recon Mode 


Square 
& 


Start 
Mode 


1528 M 
1528 M 
1511M 
2914 M 
1611M 
1812 P 
1913 P 
2719 P 
2822 P 





Search Strength Shadow 

Move Mode Patrol Mode Strength Maximum 
Ship Day/Night Day/Night Day/Night Speed 
Bismarck Vi 4/3 _— 2(4) 
Prinz Eugen 1/1 4/3 = 2(4) 
Belchen V1 V1 = 1 
Hamburg V1 VW _ 1 
Lothringen Vl VW - 1 
WP1 U-boats 3/2 4/4 4/3 1 
WP2 U-boats 3/2 4/4 4/3 1 
WP3 U-boats 3/2 4/4 4/3 1 
WP4 U-boats 3/2 4/4 4/3 1 


ee ol dad 3 
°° 


Unit 


Reykjavik 
Scapa Flow 1 
Scapa Flow 2 
Scapa Flow 
Plymouth 1 
Plymouth 2 
Plymouth 
Ulster 1 
Ulster 2 
Ulster 
Victorious 
Ark Royal 1 
Ark Royal 2 
Ark Royal 3 


ee Se 


Gitraiagic Simulatiors, tna. 


Ship/Plane Data Card 


German Ships 


Fuel Victory area ' 
Capacity Midships Firepower Knots Torpedoes Points Mode 

9 10 34 29 Q 60 1528 M 

7 3 10 32 2 20 1528 M 

=” 1 — 15 4 1811 M 

= 1 _ 15 - 4 2914 M 
= 1 = is = 4 1611 M 
_— 3 _ 12 4 12 1812 P 
a 3 — 12 4 12 1913 P 
- 3 - 12 4 12 2719 P 
— 3 _ 12 4 12 2822 P 


British Planes 


Search Strength 
Move Mode Patrol Mode 
Attack Mode Recon Mode 
Day/Night 


Day/Night 


2/1 
2/1 
2/1 
2/1 
2/1 
2/1 
~ 2/1 
2/1 
2/) 
2/1 
0/0 
0/0 
0/0 
0/0 


4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 
4/2 


Shadow 
Strength 
Day/Night 


4/3 
4/3 
4/3 
4/3 
4/3 
4/3 
4/3 


Maximum Speed 
Move Mode Patrol Mode 
Attack Mode Recon Mode 


Beil & 


















Endurance 
Move Mode Patrol Mode 
Attack Mode Recon Mode 














6 2 


6 
6 
6 
6 
6 
6 
6 
6 
6 
5 
5 
5 
5 





Ship/Plane Data Card 
British Ships 


j Search Strength Shadow 
Move Mode Patrol Mode Strength 
Ship Day/Night Day/Night Day/Night 
i Hood V1 4/3 4/3 
“ j K George V 1/1 4/3 4/3 
: P of Wales VW 4/3 4/3 
a _ " | Ramilles 1/1 3/2 3/2 
| Renown 1/1 4/2 4/2 
Repulse 1/1 4/2 4/2 
ee, Rodney vl 3/3 3/3 
Ark Royal V1 1/1 _— 
Victorious vl 1/1 = 
Arethusa 1/1 4/3 5/4 
Aurora 1/1 4/3 5/4 
a Birmingham V1 + 4/2 4/2 
- | Cairo i 4/3 4/3 
Dorsetshire WV 4/2 4/2 
Edinburgh W/ 4/3 5/4 
Galatea 1/1 4/3 5/4 
Hermione 1/1 4/3 5/4 
Kenya 1/1 4/3 4/2 
Manchester 1/1 4/3 4/2 
Norfolk V1 4/2 4/2 
a Sheffield 1/1 4/2 4/2 
Suffolk 1/1 4/3 5/4 
DF1 D Flot 1/1 1/1 5/4 
DF2 D Flot W/l 1/1 5/4 
DF3 D Flot 1/1 1/1 5/4 
WS8B CNVY 1/1 1/1 _ 
Britannic 1/1 1/1 - 
SL1 S-CNVY 1/1 1/1 — 
SL2 S-CNVY V1 1/1 - 
SL3 S-CNVY V1 1/1 - 
SL4 S-CNVY 1/1 1/1 — 
SL5 S-CNVY 1/1 1/1 - 
SGI Subs 2/1 3/2 4/3 
ee a erence caeeeel SG2 Subs 2/1 3/2 4/3 


Maximum 
Speed 


Nw 


Fuel 


Capacity Midships 


SXN@BINBODOOUHSH 


NN 
sss 


MUAAIA 


aw 
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2A 


Firepower 


ORD 


_ 


~~ 
SBOMMHOAROD 


ooo 


Knots 


Torpedoes 


rroooor 


Victory 
Points 


NONDDDDON DODO 


= 


Start 
Square 
& 


Start 
Mode 


1622 M 
1825 X 
1622 M 
2911 C 
0000 Y 
2125 X 
2023 F 


0000 Y 
1825 X 


1519M 
1825 X 
1521 P 
2024 M 
0000 U 
3019 P 
1825 X 
1825 X 
1825 X 
1420 P 
1117P 
0000 Y 
1317 M 


1622 M 
1825 X 
0000 Y 


2024 F 
2023 F 
2016 C 
2112 C 
2318 C 
2413 C 
2911 C 


1627 P 
2525 P 











Ship 


Hood 

K George V 
P of Wales 
Ramilles 
Renown 
Repulse 
Rodney 


Ark Royal 
Victorious 


Arethusa 
Aurora 
Birmingham 
Cairo 
Dorsetshire 
Edinburgh 
Galatea 
Hermione 
Kenya 
Manchester 
Norfolk 
Sheffield 
Suffolk 


DF1 D Flot 
DF2 D Flot 
DF3 D Flot 


WS8B CNVY 
Britannic 

SL1 S-CNVY 
SL2 S-CNVY 
SL3 S-CNVY 
SL4 S-CNVY 
SL5 S-CNVY 


SG1 Subs 
SG2 Subs 


Search Strength 


Move Mode Patrol Mode 


Day/Night 


Vv 
Vi 
Ww 
V1 
V1 
V/1 
Vi 


Vv 
Wl 


V1 
V1 
val 
VW 
Vi 
Vv 
V1 
VW 
1/1 
Vv 
W/ 
Vi 
VW 


Vi 
Vi 
Vi 


Wl 
Vl 
V1 
V1 
V1 
Wi 
Val 


2/1 
2/1 


Day/Night 


4/3 
4/3 
4/3 
3/2 
4/2 
4/2 
3/3 


vi 
vi 


4/3 
4/3 
4/2 
4/3 
4/2 
4/3 
4/3 
4/3 
4/3 
4/3 
4/2 
4/2 
4/3 


Wl 
WV 
Vl 


Vi 
Vi 
Wl 
vat 
vat 
Vi 
Wl 


3/2 
3/2 


Ship/Plane Data Card 


Shadow 
Strength 
Day/Night 


4/3 
4/3 
4/3 
3/2 
4/2 
4/2 
3/3 


British Ships 


Maximum 
Speed 


PNNENNN 


NN 


NNN 


= 
oS on pola DO. 


Sas 


ooo 


Fuel 
Capacity Midships Firepower 
7 6 
8 7 
8 7 
6 5 
6 5 
6 5 
6 6 
9 3 
8 4 
8 2 
8 2 
7 2 
8 1 
8 2 
8 2 
8 2 
8 2 
7 2 
1 2 
8 2 
7 2 
8 2 
20 6 
20 6 
20 6 
_— 5 
= 1 
- 24 
= 24 
— 24 
- 24 
- 24 
- 3 
- 3 


ure 
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Knots Torpedoes 


Kb 

29 
29 
19 
23 
28 
2 


1 
i) 
9 
0 
i) 
1 
1 


oo 


Start 
Sauce 
Victory Start 
Points Mode 
28 1622 M 
32 1828 X 
32 1622 M 
16 aglc 
20 0000 Y 
20 2125 X 
24 2023 F 
48 0000 Y 
40 1825 X 
8 1519 M 
8 1825 X 
8 1521 P 
8 2024 M 
12 0000 U 
8 3019 P 
8 1825 X 
8 1825 X 
8 1825 X 
8 1420 P 
12 117 P 
8 0000 Y 
12 1317M 
24 1622 M 
24 1825 X 
24 0000 Y 
80 2024 F 
- 8 2023. F= 
- 48 2016 C 
- 48 2112Cc 
= 48 2318C _ 
= 48 2413 C 
- 48 2i1c 
4 2 1627 P 
4 12 2525 P 
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System Command Card 


Ship Detail Line 


(1)(2)__(3)_(4)_~(S)_ (6) (7) (8) (9) (10) (11) (12) 
B HOOD 1622 16221/1 4/3 M M 07 2 2 


(1) Ship Type 

(2) Slow Mode Indicator 

(3) Name 

(4) Square ship is in at the beginning of the turn. 


(5) Square the ship is projected to be in at the end of the turn. 


(6) Search factor in Move Mode (day/night). 

(7) Search factor in Patrol Mode (day/night). 

(8) Mode the ship is in at the beginning of the turn. 

(9) Mode the ship is projected to be in at the end of the turn. 
(10) Fuel Remaining 
(11) Maximum number of squares ship may move. 
(12) Number of squares ship may move this turn. 


Plane Detail Line 


(1) (2) (3) (4) (5) (6) (7) (8) (9) (10) 
R REYKJAVIK 131713172/1 6/3 B B 5 5 


(1) Plane Type 

(2) Name of home airfield 

(3) Square plane is in at the beginning of the turn. 

(4) Square plane is projected to be in at the end of the turn. 
(5) Search factor in Move or Attack Mode (day/night). 

(6) Search factor in Patrol or Recon Mode (day/night). 

(7) Mode the plane is in at the beginning of the turn. _ 


(8) Mode the plane is projected to be in at the éxid ‘6f the turn. 
(9) Endurance Now—Number of turns the plané.can remain in the air. 
(10) Endurance Projected—Number of turns the plane will be able to 


remain in the air after the current turn. 

















System Command Card 


Ship Detail Line 


(2) (3)_(4)_—((5)_ (6) (Z)_—(8) (9) 20) (11) 2) 
B HOOD 1622 16221/1 4/3 M M 07 2 2 


(1) Ship Type 

(2) Slow Mode Indicator 

(3) Name 

(4) Square ship is in at the beginning of the turn. 

(5) Square the ship is projected to be in at the end of the tum. 
(6) Search factor in Move Mode (day/night). 

(7) Search factor in Patrol Mode (day/night). 

(8) Mode the ship is in at the beginning of the turn. 

(9) Mode the ship is projected to be in at the end of the turn. 
(10) Fuel Remaining 
(11) Maximum number of squares ship may move. 

(12) Number of squares ship may move this turn. 


Plane Detail Line 


(1) (2) (3)_ (4), (5) (6) (7) (8) (9) (10) 
R REYKJAVIK 131713172/1 6/3 B B 5 5 


(1) Plane Type 

(2) Name of home airfield 

(3) Square plane is in at the beginning of the turn. 

(4) Square plane is projected to be in at the end of the turn. 
(5) Search factor in Move or Attack Mode (day/night). 

(6) Search factor in Patrol or Recon Mode (day/night). 

(7) Mode the plane is in at the beginning of the turn. 


(8) Mode the plane is projected to be in at the end of the turn. 
(9) Endurance Now—Number of turns the plane can remain in the air. 
(10) Endurance Projected—Number of turns the plane will be able to 


remain in the air after the current turn. 








SVQ owe 
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Chart A. General Commands 


Command Description 


SN Ships Now. Displays ship positions at beginning of turn. 
SP Ships Projected. Displays ship positions as they are projected to be at 
the end of the turn. 3 
PN Planes Now. Displays aircraft positions at the beginning of the turn. 
PP Planes Projected. Displays aircraft positions as they are projected to be 
at the end of the turn. 
MS Move Ships 
MP Move Planes 
ON#### Query Now. Lists the ships and airborne planes that began the turn in 
square####. 
OP#### Query Projected. Lists the ships and airborne planes projected to end 
the turn in square####. 
NS Now Search. Displays search values at beginning of the turn. 
PS Projected Search. Displays projected end of turn search values. 
NM New Map. Displays a new map without ships, planes, or search value 
locations. 
ST xxx Status Check. Displays the current status of the ship whose name begins 
with xxx. 
DM Done Moving. This command ends the player's movement. 
Chart B. Ship Commands Chart C. Plane Commands 
Description Command Description 
Move M Move (R only) 
Patrol P Patrol (R only) 
Launch/Land Planes A Attack (L and T only) T’s only—when you 
reach the square where you wish to attack— 


Fast Convoy 


type A. 
sn eee R Recon (L and T only) 
Exi i ‘ Z Return to base 
x ; B Base Plane—used only if the aircraft unit 
Cole aeee has taken off in error. 
xX Exit 
(CR) Go to next plane 

















Chart A. General Commands 


Command Description 


SN Ships Now. Displays ship positions at beginning of turn. 
SP Ships Projected. Displays ship positions as they are projected to be at 
the end of the turn. 
PN Planes Now. Displays aircraft positions at the beginning of the turn. 
PP Planes Projected. Displays aircraft positions as they are projected to be 
at the end of the turn. 
MS Move Ships 
MP Move Planes 
ON##H#HH Query Now. Lists the ships and airborne planes that began the turn in 
square####. 
OP#### Query Projected. Lists the ships and airborne planes projected to end 
the turn in square####. 
NS Now Search. Displays search values at beginning of the turn. 
PS Projected Search. Displays projected end of turn search values. 
NM New Map. Displays a new map without ships, planes, or search value 
locations. 
STxxx Status Check. Displays the current status of the ship whose name begins 
with xxx. 
DM Done Moving. This command ends the player's movement. 
Chart B. Ship Commands Chart C. Plane Commands 
Command Description Command Description 
M Move M Move (R only) 
Pp Patrol Pp Patrol (R only) 
L Launch/Land Planes A Attack (L and T only) T’s only—when you 
F Fast Convoy ? reach the square where you wish to attack— 
Cc Slow Convo type A. 
R Se ae R Recon (L and T only) 
x aa : SS EV ORIBE orrcie tae ates an 
i B ase Plane—used only if the aircraft uni 
(C Goitopestiship has taken off in error. 
xX Exit 
(CR) Go to next plane 
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2000 is a part-night turn. 
Rows 21-30 are night 
Rows 11-20 are day. 





GOTIPUTE 
BISA 





SLOW CONVO 
MAY MOVE,> 








2000 is a part-night 
Rows 21-30 are night. 
Rows 11-20 are day. 
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14.43 Units. Dorsetshire (C). 


i turn 24 
t i Event. The Dorsetshire arrives on 

Jo rag the 3020 and 3024 (inclusive). Once 
| again the actual entrance square is determined ra 


domly by the computer. 


15.0 Solitaire 


challenging games. 
15.2 Solitaire Units 


regular game except no oilers. 


puter knows where these are). 


16.0 Combat 


their strategy. 


16.2 There are four types of combat. 
]1—Plane Attack 

2—Submarine Attack 

3—Destroyer Attack 

4—Naval Combat 


16.3 Plane Attack. , 
16.31 Level Bomber Attack. If an L type aircraft unit is 
in attack mode and in the same square as a spotted 
German ship, the computer will ask the British player 
which (if any) German ship he wishes to bomb. The 
attack is resolved by the computer, any damage is 
recorded and any Victory Points scored are awarded. 
16.31.1 Eligibility. Only British L type planes in attack 
mode may launch bomb attacks. The German unit 
attacked must be a spotted surface ship (not a wolfpack). 
Level bomber attacks are not allowed during night or in 
a square where the visibility level is 7 or 8. There is a 5% 
chance during each attack that the pilots become con- 
fused and attack the largest British ship in the square. 
16.31.2 Combat Resolution. The Gunnery Salvo Table 


8 


itai t, is in 
1 Otto von Computer, your solitaire opponent, 
ats a set of computer subroutines that are part of we 
program. During solitaire games one of these aA 
routines is called whenever the German player wou 


follow a strategy, that is he does not move randomly and 
aimlessly, but with the cool precision of a master 
wargamer. There are many strategies contained in the 
computer program, and for each game Otto picks one, 
but Otto’s strategy can change during the course of a 
game if he feels the situation requires a new approach. 
We are confident that Otto will provide you with many 


British—Same as regular game. German—Same 4s 


15.3 Rule Changes. Any German ship may go into R 
mode (Refuel/Rearm) when in the special prearranged 
refueling squares in the North Atlantic (only the com- 


16.1 Whenever enemy units are spotted, an opportunity 
for combat may occur. The computer will display the 
units involved in each combat situation, ask the players 
one or more questions, and resolve the battle. The 
players are relieved of the drudgery of throwing dice 
and consulting numerous tables. This is all handled by 
the computer allowing the players to concentrate on 


(Section 16.81) is consulted twice 


level bomber. The British player for eact, 


damage done to the ship attacked amt in ng 

16.32 Torpedo Bomber tack Stok me s ao 

“attacked” a square which contains spotted t laa 

face ships, then the computer will ask the = aust 

which (if any) German ship he wishes to vi ayer 
att 


attack is resolved by the compu 
recorded, and any Victory Poh posreae 3 The 
16.32.1 Eligibility. Only British T typo —0° 
launch plane torpedo attacks. The plane Planes 
attacked the square as’per Section 8.24 Dar x 
unit attacked must be a spotted surface 
wolfpack). Torpedo bomber attacks are ati (not 4 
night or in a square where the visibility is 7 5 allowed at 
a 5% chance during each attack that the 1 8.-There jg 
confused and attack the largest British me become 
eauares , f Ship in the 
16.3. nce a plane unit has attacked, j 
again until it has returned to base eeeey hot attack 
16.34 Plane units are never adversely spo 
combat. alected by 





he Ge 
urface “ship, rman 


te ae eee Attack. 
16.41 Submarine units (S) may launc 
against spotted enemy surface hips ee pel do attacks 
square. The ships involved are displayed b he same 
puter and the attacking player chooses whieh nies 
any) he wishes to attack. The computer then Se ip (if 
attack, records damage (including submarines vee 
and ayer i oth ee scored. sunk), 
16.41.1 Eligibility. A submarine torpedo ; b 
ble any time a spotted enemy Berne Linea 
marine unit) and a submarine unit are in the tie a 
16.41.2 Combat Resol S = 
16.41. combat Resolution. Submarine 
resolved in the following manner: attacks sare 
]1—The Submarine Attack Tables (Section 16.84) ar 
consulted to determine if a submarine is sunk and e 
determine the number of torpedo factors that are actual- 
ly fired at the target. 
2—The Torpedo Hit Table is consulted once for each 
torpedo factor that is fired in order to determine whether 
the target is hit. 
3—The Torpedo Damage Table is consulted to assess 
damage to targets that have been hit. 
Although the attacking player is told whether his 
torpedoes hit or missed, he is not told of the damage 
done to the enemy unless the enemy was sunk. The 
defending player is told whether an attacking submarine 
was sunk. 
16.41.3 Ammunition Expenditure. All submarine units 
(S) lose one torpedo factor each turn they attack. Whena 
unit’s torpedo factor is reduced to zero it may not attack. 
Submarine units may regain their capacity of four 
torpedo factors by entering R (refuel/rearm) mode. 
16.42 Each sub group and wolfpack unit consists of 
three submarines. The unit continues to exist until all 
three submarines are sunk. For these units the midships 
(MS) remaining is in reality the number of submarines 


remaining in the unit. Each submarine lost from a sub 
group or wolfpack causes the search factors of that unit 
to decrease by one. Submarine losses do not affect the 
combat abilities of a sub group or wolfpack (unless of 
course all three submarines in the unit are sunk). 


16.5 Destroyer Attack 
16.51 British destroyer flotillas (D) may attack spotted 
German surface ships (not wolfpacks) in the same 





_ The British player is notified of this possibili 
squats, to select an enemy ship to attack Uldeciredy” 
an as mnputer then resolves the combat. 

ape 1 Eligibility. A destroyer attack is possible during 
16. ae phase whenever a spotted German surface 
Nae anda British destroyer flotilla are in the same 
Ss: 

quer Combat Resolution. The destroyer attack is 
. ‘olved in the following manner: 

res Each destroyer, in the destroyer flotilla conducts a 
aa ‘do run toward its target. If in the square, both the 
pismarck and the Prinz Eugen may fire at the attacking 
Gestroyer. During day turns each ship has a 40% chance 
of sinking the destroyer. During night turns each ship 
peel 5% chance of sinking the destroyer. Each 
destroyer in the flotilla is fired upon in the manner just 
described if the flotilla attacks. 

9_The Torpedo Hit Table is consulted once for each 
destroyer still afloat after its torpedo Tun. This will deter- 
mine whether the destroyers have hit their target. 
3—For each torpedo hit the Torpedo Damage Table is 
Sonsulted to determine damage to the target ship. 
4—Damage is recorded and Victory Points scored are 
awarded. The British player is not informed of the extent 
of the damage to the target ship unless it is sunk, but he 
is told whether his torpedoes hit or, missed the ship. 
16.51.3 Ammunition Expenditure. Destroyers carry 
only enough torpedoes for one attack. Once these 
torpedoes are expended the flotilla must enter R 
( refuel/rearm) mode in order to replenish their 
torpedoes. 

16.52 Each destroyer flotilla consists of six destroyers. 
As with submarine units the midships remaining for each 
destroyer flotilla reveal the number of destroyers in the 
flotilla. Individual destroyers lost will not affect the 
search factors of the destroyer flotilla. The destroyer 
flotilla continues to exist until all six destroyers in the 
flotilla are sunk. 


16.6 Naval Combat. 

16.61 Naval combat occurs when opposing surface ships 
(submarine units are not considered surface ships) spot 
each other in the same square. When this happens, all 
surface ships in the square are involved in the combat. 
Only battleships (B) and cruisers (C) have the ability to 
attack other ships during the naval combat phase. Air- 
craft carriers (A), convoys (M), and oilers (O) may be 
sunk if there are no friendly ships (B or C) in the square 
to defend them. Naval combat occurs in a series of 
rounds in which each ship fires a number of salvos equal 
to its current firepower (FP) rating. Under certain condi- 
tions the Bismarck is allowed to surprise attack British 
ships (refer to Section 16.68). After the first round of 
naval combat, ships that have torpedoes may launch 
them, Combat is concluded only when both players 
agree to withdraw, one side is able to withdraw all of his 
piper or all the ships of one side (in the square) are 
sunk. 

16.62 The sequence of events during the naval combat 
phase is as follows: : 

1—Ships involved in a possible combat are displayed on 
the screen. 

2—Fach player secretly checks the status of his ships 
involved in the combat. 

3—Before the first combat round the Bismarck may 
attempt to surprise attack as per Section 16.68. 
4—Combat Check. Players declare whether they wish to 
fight or withdraw. If both players wish to attack, combat 
will occur. If both players wish to withdraw, no combat 












ich ships 


2 alvoes and 
does. The compu alculates damage 


tee. : 
tory Points as they are scored. Combat 


fire is simultaneous (a 
us (a ship sunk 
Get to fire its guns purine and ae ia 6 i 


8—If there are any ai i 
y aircraft carriers (A), convoys (M’ 
oilers (QO) in the square and no friendly fantacy oS a 
users (C) to protect them from enemy battleships or 
cruisers in the same square they are sunk (or dispersed if 
cape! at this time and Victory Points awarded. 
268 Withdrawal. Only battleships, cruisers, and air- 
Wins may yathdrayt from naval combat. 
, attempts will automaticall i 
iGilesing sonatas are met: ees Naor 
—Battleships may withdraw if they are faster (in knot 
then any enemy battleship in the square. ee! 
2—Cruisers and aircraft carriers may withdraw if they 


are faster than all enemy battleshi i 
square. Y ps and cruisers in the 


If the above conditions are not met, an ith- 
drawal has a 25% chance of success. Rlenriore 
16.64 Torpedo Attack. If torpedoes are launched at a 
ship then the Torpedo Hit Table is consulted once for 
each torpedo factor fired. If the target is hit the Torpedo 
Damage Table will be consulted to determine damage. 
Actual damage caused by torpedo hits are not revealed 
to the attacking player. Once torpedo factors are used, 
they may only be replenished by putting the ship into R 
(refuel/rearm) mode. 
16.65 During combat rounds battleships fire at battle- 
ships and cruisers fire at cruisers whenever possible. 
16.66 During each combat round each ship fires all of its 
remaining firepower at one enemy ship. For each fire- 
power factor (salvo) fired the Gunnery Salvo Table is 
consulted to determine damage to the target ship. Once 
again the computer calculates damage and only reveals 
it to the defending player. 
16.67 If a convoy is sunk by surface ships, the ships that 
sank the convoy may not move on the turn following the 
sinking of the convoy. 
16.68 Surprise attack is a tactic that the Bismarck may 
use to force enemy ships to fight. Surprise attack may on- 
ly occur during night turns or in a square with a visibility 
level of 6, 7 or 8. If these conditions have been met and 
the Bismarck had been shadowed during the current 
turn then the German player may automatically surprise 
attack. If the Bismarck had not been shadowed then 
there is a 50% chance that surprise attack will occur if 
the German player so desires. When surprise attack 
does occur, a normal combat round ensues but with each 
ship firing only 1/8 of its normal firepower. After the sur- 
prise attack round, normal combat rounds begin and 
withdrawal becomes possible. 
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launches its torp 
and awards Vic 


16.7 Damage Recording Procedure. The number of MS 

(midships), FP (firepower), or KN (knots) that are lost in 

combat are subtracted from their current values. 

16.71 When a battleship's, cruiser’s, oilers, or aircraft 
carrier's MS equals 0 then the ship is sunk and Victory 
Points are allocated. 

16.72 Each MS factor of a destroyer flotilla, convoy, sub 


group, or wolfpack represents a single ship. Thus each 
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